DAY 


eg l will be the games event of the year, with stalls, 
chibitions i 


of how many and what sort of people would be interes— 
or demonstrating, a flyer (virtually identical to this page) 
ers, clubs, inventors, producers and retailers in order to 
event would be. 


ted in attending, ex 
is being circulated to pla 
judge just how popular such 


nami AS? AND HOPATLORS 4-The “GAMMS' DAY will provide an ideal oppurtunity not only for 
the exhibition and sale of your products, but also for you and your company to 
' 
meet players, discuss games and assess demands. Further details of stalls are 
available on recuest. 


INVENTORS - We would like to see several 'Meet the Inventor'—type displays at which in- 
ventors could demonstrate and discuss their games with players. Your chance to 
gain the recognition you deservel 


DEMONSTRATION GANES — liany games groups have recently been formed which are centred around 
one particular game, such as Diplomacy, Chess, Dungeons & Dragons, Monopoly, SPI - 
Avalon Hill-type board wargames and so forth. Such groups are invited to play, 
demonstrate or supervise their particular games at the GAMES DAY. 


GAMES CLUBS - A unique opportunity to publicize your club and attract new members. Clubs 
are invited to take stalls at the GAMES DAY to demonstrate their activities. 


PLAYERS - Bring along your own games (and some will be provided) to play with other vis- 
itors., A display board will notify guests of vacancies in any games about to start 
and it is expected that a large number and variety of games will be running all 
daye Competitions and tournaments may be organized, with prizes for winnerse 


REFRESHMENTS — Will be available. 


GAMES WORKSHOP — Will be running an Information Stall, a Used Games Stall and a Workshop 
Stall and will be responsible for co-ordinating and publicizing the day's events. 
We will also help with the organization of the other activities wherever required. 


ADMISSION - Will be in the region of 20p. We'll try to keep this to a minimum. 


PUBLICITY - The GAMES DAY will be given plenty of publicity in games-related/London event 
publications. Hopefully we'll also be able to approach local radio stations for 
publicity features. 

OTHER POSSIBILITIES 

Ideas under discussion include: 


A Zine Stall ~ Where Diplomacy/ilargames/General Games/Sci-Fi magazines and fanzines will 
exhibited. Publishers please note: if you will not be able to attend personally and would 
like to exhibit/sell your zines, please send a copy or copies to the Workshop together 
with a note explaining exactly what you're doings » A Postal Games Recruitment /Infor— 
mation Stall - a lerge number of postal games are being run in Britain and abroad, either 
through zines or privately. This stall would provide newcomers with information on how to 
enter the postal games field. » A History of Games Display - would any of the games 
academicians among you care to take this on?..... Any other ideas will be welcomed. 


HELP...HELP..sHELP will be needed for the organization and administration of the Games 
Day. Offers of all (or most!) sorts will be greatly appreciated. 


FURTHER INFORMATION will be available as the plms become more firmly fixed, but please do 
let us kn + sort of support there would be for such an eventecs 

PLEASE WRITE if you are at all interested in any aspect of the GAMES DAY, as we will need 
to gauge response before finalizing our plans. SAEs for replies and subsequent flyers, 
please. Anyone (publishers, clubs etc.) willing to circulate flyers? 
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OWL & WEASEL is Games Workshop's monthly att 


empt to take a light hearted look at the more 


serious games on the market but despite the nondescript humour and inane comments there 


is some space left in the magazine for news, 
to the philosophy of rational self interest, 
10p every month in order to support this mos 


reviews and articles. If you do not subscibe 
then perhaps you might like to part with 
+ needy publication. 


LONDON TOY FAIR HORROR 


?his year's London Toy Fair was held 20-22 
‘lay at the Cunard International Hotel and 
as this is just around the corner from 
the Workshop, I decided to call in. 
Quite honestly it was a bit of a 
waste of time as far as games were 
concerned. Only 2 new developments 
caught my eye: a game called 

" aterloo" from Airfix and another 
called "Trafalgar" from Action Toys. 
The former is a boxed, build-it-your- 
self table top kit while the latter may 

be a stark warning to games inventors. 
Waterloo is the first attempt I've seen in 
this country to put table top wargaming into| 
a box. The "board" is a plastic mat with 
terrain relief printed on. The pieces appear 
to be slightly larger than the 00 scale fig-| 
ures Airfix usually produce and stand on 
bases which are rather like those used in 
TAF 424. Included in the kit are a plastic 
ruler and compass for measuring out angles 
and distances. 

Opinion? Glancing through the rules, I was 
reminded of Eric Palmer's game in last id 
Month's Weasel. It is certainly only an 
introductory level game and I suppose it is 
quite convenient to buy all the bits tog- 
ether in a kit, but for the £5 they ask you 
could build up a much more impressive set 

of your own. 

Trafalgar, however, appears to be highly 
suspicious. It's a naval wargame (surprise) 
Played on a triangular gridded board. The 
ships themselves have removeable masts and 

a gun deck card (kept by the side of the 
board) indicates the fire power of each 
ship. 


(continued p.5) 


E 
and E 


National Historic Military 
Vehicle Rally 


You might recall in last month's 
\ Weasel that mention was made of the 
4 \ above event. ‘ell I don't know if it 

appealed to you but it did to me so 
| Saturday morning of 31st May saw me 
£ /scoming along the M4 to ‘indsor Forest. 
“/the Saturday event was really a dress 
™“pehearsal for “unday but nevertheless was 
[interesting due to the fact that the low att— 
endance made it easy to inspect the various 
WWII vehicles which were to be paraded during 
the course of the following day. Having camped 
the night on site an early start to the Sunday 
events proved useful in more ways than one — 
firstly, the eventual hoards of enthusiasts 
and spectators were not in attendance during 
the early morning to hinder my purchasing 
assault on the collectors' bazaar and secondly, 
it was possible to obtain a decent position 
from which to view the military pageant. 
Preceding the military vehicles was a very 
fine array of vintage fire engines, light and 
heavy commercial vans, motor cycles, traction 
engines and land rovers which were paraded 
before an appreciative audience. he pageant 
itself was quite amazing with convoys of 
British, American and German Will vehicles 
being driven by their proud owners who had 
obviously spent much time and money in rest— 
oring the lorries,cannons,half tracks etce 
The highlight of the day was, however, the 
simulated dog fight between a Spitfire and a 
Sea Fury entirely below 500' at 350 mph. Often 
diving to tree level over the crowd, the 'planes 
certainly provided enough excitement. The 
pilots had to be mad - I can't wait for next 


year. 
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y, that's a 50% increase in size - we might 
seriously. 
we can't. 
ave recently gone up and so, rather than just 
d to make it bigger. What?3? Here's the catch: 
e to cost 15p. What do you think? Is the 
not, then let us know and we'll have to 
that it is worth the extra. 
spensing with envelopes. This means that: 
elope, and b) postage is at printed paper rate. 
There is, however the danger that your Weasels will get dirty/marked/mutilated in the 
post. If so, ite and ssy so - we could return to envelopes. 
‘t{ month we mentioned that we were planning a games day to be held one Saturday 
leter\in the/year jin Ce: 1 ¥ Well, from the response we've received both from 
wns eEeY a ly HEME, Arig es es certain that the event will materialize. 
We hope it will be the games event of the year, and further details are on the back 
Pages Games from dawn til dusk! We are printing an information sheet which will be more 
specific but in the meantime, if you h any ideas or suggestions concerning the event 
we'd be pleased to hear from you. Special thanks to Julian Courtland-Smith, who has 
already supplied many interesting ideas. 

Sadly (from my point of view, anyway), last month's 
Weasel saw the last of the crossword — sorry, Mick. The 
reason for this is twofold. Firstly, crossyords are of no 
interest to many people and are, therefore, a waste of val- 
uable space in the magazine. Secondly, they take me an 
auful long time to create, with many a blue word ringing 
through the air when I've been left with Z-K-Q— from which 
to make a words Anyway, for those of you who did take the 
trouble to complete them, here's the answer to last month's 
puzzle for which, surprisingly, we received no correct sol- 
utions! 

If you have read our article on Witchcraft, which is a 
sad departure from the usual high standard of Avalon Hill, 
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Witchcraft az 


Whatever is the world coming to? 
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After such masterpieces as Stalingrad, Panzerblits and Baseball Strategy, Avalon 
Hill have decided to risk their reputation by producing two 'Ritual Kits' - "Witch- 
craft," and "Black Magic." These are not games, but instead are somewhat glorified 
doll's house-type settings for bored housewives wishing to dabble in the occult. 

I've only really studied the Witchcraft kit, although on glancing at Black Magic, 
it seems to be a very similar type of thing. The contents of Witchcraft are a peculiar 
mixture; a serious and fairly detailed 'Manual of Interpretation' and an absurd col- 
lection of figures and objects printed on thin card. There is the familiar AH folding 
board (the whole thing is bookcase format, by the way) on which is printed a magic 
circle and all kinds of mystic symbols, and the manual instructs the participant (for 
he/she/it is hardly a player) to choose an appropriate ritual and practice it on the 
board by placing the magic object cards at certain points. The figures, or witches, 
are in fact a number of identical photographs of two good-looking, middle class young 
Americans, which press out of their mounting sheets and stand up on little fold-round 
bases — the male being clothed in an open shirt and jeans while the female is very 
scantily dressed in a neglige. To arms, liberationists} 

The idea is that the participant places and moves the witches round the circle 
(rather like a 6-year-old playing 'Mummy'), whilst reading out all kinds of chants. 
Farcical, you say? Well get this: the participant is provided with a cardboard goat's 
mask with eye holes, horns (which wobble about because the card is so thin) and a 
little elastic thread that holds it onl 2 

Notice that I've commented so far only on the presentation, not the subject mat- 
ter. This doesn't mean that I'm sympathetic to such affairs — I'm not. But people who 
are do take it very seriously, and they're not likely to start prancing around like 
idiotic infants in Woolworth's party masks. I can't imagine Wicca followers trying to 
ascend to group leadership (or whatever) by practicing on this thing — the process is 
one of attending serious ceremonies and rising in status through "knowledge' and 
"spiritual aptitude’ (whatever they may be). So who are Avalon Hill aiming these kits 
at? Who knows......- consult your Ouija board. STE 


or have the misfortune to ovm a copy yourself, then you 
will appreciate that 2 moril question arises in whether a 
company should be allowed to exploit such a potentially 
d-ngerous aspect of the unlmown, Sounds a2 little pseud, but the question still exists 
(remember the recent "Exorcism killing' up north?). I am, in principle, opposed to 
censorship, but where does it all end? I suppose I can always call on some Satanic 
demon to deal with my postal Diplomacy opponentsecees 

And that's it for this month. I hope you enjoy the larger Weasel, and let's hope 
ue can increase the circulstion, thus reducing the cost per mag and making everyone 
happy. - 


on, P.S. As usual, nothing from John this 


month except for his GO article on p.97 


Dungeons & Dragons Tabletoppers will have no doubt noticed the present 
popularity of Fantasy Wargaming, springing up from the 

A r interests of many wargamers in Science Fiction/Fantasy. 
Minifigs produce a range of fantasy figures in metal, and rules are available from 
several places. 

Dungeons & Dragons is not exactly a table top game - it is played with pencil, paper 
and dice, but combat and melees can be acted out with figurines. Although Itve not ac 
tuslly played the game, I watched one in progress the other week at the City University 
Gamee Club, and vas fascinated. A gamesmaster is needed, who devises his own labyrinth 
of dungeons, and stations a slimy, evil monster and/or chest of gold in each. He marks 
his map to scale on graph paper and is also responsible for the dice throwing (which 
determines whether a sound is heard at a dunseon door, whether the beast inside awakes, 
how serious injuries are, etc.). Players take the roles of warriors, magicians or clerics 
and head off blindly into the dungeons, only 'seeing' what the GM tells them. More news 
vhen I've played it, unless anyone fancies writing a reviewWessesee? 

2 HS J++ 


ZINE REVIEW The Weasel will review (at irregular intervals) all games 
and games—related magazines/fanzines received. Publishers 
may also be interested in the possibility of a 'Zine Stallt 

[&) at the Workshop's GAMES DAY - see back cover for details. 


BELLICUS - 8p + postage from Will Haven (4 Victoria St, Chorley, Lancs. PR7 2TX). Bel- 
licus runs Diplomacy games and variants, and features articles (usually only 1 or 2 
per issue) and letters, with some waffle. Issue 24 contains a review of Heinlein's 
"Time Enough for Love,* part II of an article on Decline and Fall variants, Zinews, 
letters and games. Will has built up quite a readership mainly by being controversial. 
He's just ended a long-standing quabble with Richard Sharp of NGC and he insists on 
mis-spelling my name! But then, a bit of agro undoubtedly makes for a good zine (as 
pointed out by Craig Nye in Europa 4/5)eseesee. ROCINANTE (4p + post) is a new zine 
(issue 3 printed last month) started recently by Dave Ross — Supt.Trp. C Sqn, 16/5th 
Lancers, Northampton Barracks, BFPO 33. It is currently running 3 NGC Diplomacy games 
and I think Dave hopes to start more. We've only seen issue 3, which runs to 10 pages. 
5 of these are games moves/reports/press, while the rest includes an article on the 
Karme League, a report on the Citicon meet, and chat. Good luck, Dave - and I hope 
you're enjoying yourself in Germany. » THE STRATEGIC REVIEW - is another new mag, 
covering military miniatures/games/sword & sorcery, and is published quarterly by 
Tactical Studies Rules (542 Sage St, Lake Geneva, Wisconsin 53147, USA) at $1.50 per 
year — but I'm not too sure about foreign rates. It is litho printed - the previous 2 
are mimeoed. Issue 2 contains 8 pages and deals mainly with their own games — partio- 
ularly Dungeons & Dragons. I'd recommend SR to D&D players (and anyone else interested 
in progressive table topping etc.) as new rules and creatures are reglarly featured.... 
e+» Note: if the terms ‘litho' and ‘mimeo? mean nothing to you, a word of explanation. 
Mimeoed gines are printed from a stencil cut by a typewriter without the ribbon, while 
litho is a photogra © process. Litho gives a much superior quality job, but mimeo 

is considerably cheaper. The Weasel is lith intedersesece one 


o players and although you might yawn at the 
I think you will be pleasantly surprised with 
(Philmar Ltd) and costs £3.20. The inventor is 


me is certainly 
cover of which depicts 


A "Phis Game is named! after Epaminondas, the Theban leader who invented the 
LL Wiehe WLU he tect the Spartans in 371 B.C. (and later used 
so effectively by Alexander the Great my favourite megalomaniac). Although the game 
is not an actual battle simulation, a line of pieces is meant to resemble a phalanx 
and, when two or more adjacent pieces of the same colour lie on a straight line, is 
termed as such. One would expect, therefore, that phalangites be represented on the 
box with their 16-18 foot spears. But no. Those jokers on the box are not phalangites 
but hoplites with their short thrusting spears and a couple are even shieldlessi" 
Pull marks to tir Phlange for picking up and expanding in detail such a trivial point 
but back to the review. 

che game equipment is suite basic consisting of a board marked into squares 12 x 14 
and 56 counters of which 28 are black and 28 are white. The starting position is: 


Having set up the board it might be well to explain 
the object of the game which is for a player to 
advance a piece or pieces across the board and he 
is declared the winner if it his turn to play and 
he already has more pieces on his opponent's base 

| line than his opponent has on his own base line. 


0 Bi White moves first and a single piece may be moved 
r | one space in any direction to an unoccupied square 
oa aR (including diagonal movement) or a phalanx, as pre- 
T - viously defined, may move a number of squares equal 
- to or less than the number of pieces of the phalanx. 


A phalanx may also move into an occupied square 
lexele) iO when it is capturing which is done by running its 
head into a smaller enemy phalanx, the whole of 
which is removed from the board. Single pieces may 
also be captured. A phalanx must stop at the first enemy piece encountered, even though 
its power of movement might have carried it further. 
chus a player organises his troops by building up phalanxes for central or side attacks 
on his opponent. The opening moves are extremely important as with chess as any weak 
points in a player's formation will soon be exploited by his opponent. You will app- 
reciate that a build up of, say, a 5 piece phalanx has great flexibility of movement 
and long range attack potential. Having only played the game a few times I am still 
uncertain which attack, whether central or side, will result in the most victories as 
their respective stratesies need analysing in depth before any conclusive remarks can 
be made. 
For those of you wishing to record your games or play by post, the rules provide an 
adequate annotation which can easily be implemented. 
mpaminondas could become quite a favourite as the rules are easy to learn (although 
skill and technique come with practice), it is a 100% skill game and last but not 
least it only takes 43 hour to play. 
he minor complaint voiced by tir Phlange, it looks like this game could 
most serious competitor to a 24 hour curfew to keep the nation's population 
off the streets. Finally I'd like to thank Colin Lovett for bringing my attention to 
and for the hocpi a 


THE LONDON TOY FAIR (ACTION - SHOCK, HORROR! report .cont. from pel) 


Movement rate depends on sailing strength (i.e. how many masts remain on the ship), and 
firing ability depends on the state of the gun deck (ie. how many guns remain). Shots 
can be fired either at the decks or the vigging to impair a ship's fire power or move- 
ment, firing being out along a sort of 'V' on the grid from the ship's position. Wind 
direction also plays a role and an indicator on the board is rotated as the wind dir- 
ection changes. 

What's that you say; sounds familiar? Way back in 1972 a magazine, the likes of 
which had never been seen before, hit the shops. In issue 1 of GAM™S AND PUZZLES was a 
reader's game "Fighting Sail" by Eric Solomon, Movement and combat (ie. the most impor- 
tant and original aspects of the game) are virtually identical in both games. The 3 
years that have elapsed since G&P 1 is just about the time needed to develop a game 
from the original idea through to the manufactured product. No credit whatsoever is 
given to Fighting Sail, Eric Solomon or Games & Puzzles, yet the games are so similar 
as to have almost ungestionably arisen from the same source. 

In the interests of fair play, the sanctity of ideas etc. etc. I'd advise you not 
to buy this game - at least not until Action have explained themselves. Incidentally, 

a German naval wargame called, I think, "Seeschlacht" is also suspiciously similar to 
Fighting Sail. Watch out for that as well. 


RED CLOUDS WAR 


At Salute 75 (see O&W 4) I met James Opie who, apart from being a member of 
Staines Military Group and responsible for their Military Swopmeet (see below), has 
invented a number of board wargames. These games, I understand, are to be incorpor— 
ated into a series of 4 books, entitled "Battlegames" and have been developed for 
wergamers of 11 years and older. Each book deals with a particular period-and there 
are 4 games in each book. The titles of the books are: The Wild West 

Knights at War 

World War II 

Galactic War 
Hach book will cost £1.50 and the first should be available in August from Usborne 
Publishing. All this leads back to Red Cloud's War, a covy of which was given to me 
by James and which, I presume, will be included in the Wild West book. 

The equipment includes a board which represents some US territory, with forts 
interlinked by 'the Bozeman trail and various Indian camps; 5 Indian counters; 8 
covalry counters and 4 wagons. The boird has a square grid (unusual these days) sup- 
erimposed on it to fxcilitate movement. The object of the game is for the Cavalry to 
guard the wagons along the Bozeman trail in order to relieve Fort Laramie. Indians 
obviously have to stop this and must therefore, constantly adopt Kamikaze tactics to 
win the game. The battles are resolved by means of a very basic combat results table 
and, to be fair, I would not recommend the game to anybody but the complete newcomer 
to wargamin, Anyway, see for yourself when the books are released. 

As I d earlier, James is organizing a Military Swopmeet to be held at the 
Oast House Exhibition Hall, Staines Adult Education Centre, 36 Kingston Road, Staines, 
Niddlesex on Saturday 21st June at 12 noon. It is being advertised as the first meet- 
ing for wargamers at which no wargaming will take places It is open to collectors, 
dealers, modellers and wargamers who are invited to bring, buy, swop, and sell: models, 
anticues, weapons, games, toy soldiers, pictures, books, badges, uniforms and war- 
goming and modelling equipment. "This is your oppurtunity to get rid of all those pro- 
jects in which you have lost interest, in exchange for a new range of equipment.... 
+-wargamers everywhere have their own specialties, and those bits and pieces you pus- 
hed to the back of the cupboard may be just what another player or club needs for next 
week's game, There will be d¥alers there as well, so you will also be able to see 
and buy the latest figures. If you have any nicely painted figures to dispose of, they 
may well want to buy from you." 

Stalls (at £1 each), or further information, is available from James Opie, at 
9 Goring Rd, Staines, Middlesex. 
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gy of The Pennine War 


AS.) 
ar with \the name DAVID WATTS as the inventor of those exc- 
iia Rivals. However, what some of you might not appre— 
es, one of which he has very kindly offered to 


who don't like war games; 
price". 

or my three, the Pennine !lar has least scope for strategic variety. The principal reason 
is the presence of the Pemines separating the antagonists; the defender can move reinf- ~ 
orcements sideways quicker than the attacker can feed supports across the hills. Thus it 
is possible for a game to develop into a war of attrition; but there are several possib- 
ilities that might not occur to new players, and, emphatically, several tempting courses 
of action that must be avoided. 


ut, as one expert commented, "the map alone is worth the 


For those that do not Imow the game (i.e. 
98% of the readers of Owl & Weasel) the 
3ft by 2ft board uses eight A4 hex sheets 
to map Lancashire (including Westmorland 
for the sake of simplicity) and Yorkshire 
on a scale of one hex to miles. (The 
counties are, of course, the pre-1974 
ones). The map on the left shows the 
counties, towns and terrain. Each side 
has 20 forces and 30 towns. The winner 
is the one occupying 7 or more of the 12 
key towns at the end of 1% or 2 hours, 
or occupying 10 before then. The key 
towns are:- Lancs: Manchester, Liverpool, 
Preston and Barrow (first two count 2 
each). Yorks: Sheffield, Leeds, Bradford, 
York, Hull and Middlesborough. Of these 

és Hull and Liverpool are far less vulner- 
able than the others. The battlefield is divided into three sectors:— (i) South: Manch- 
ester-Huddersfield (ii) Central: Burnley-Skipton-Halifax (iii) North: Settle-Richmond- 
Appleby, For both sides, the best strategy is to attack in one sector with 8 to 10 forces 
and position 5 or 6 in defensive positions in each of the other two sectors. Attackers 
frecuently move up two parallel neighbouring valleys; defenders usually make use of hills 
and rivers. 

Since Lanes toms are closer together, his forces are deployed first. He must get into 
the Southern Pennines to cover the Manchester area and , if possible seize Halifax and 
Huddersfield on the Leeds & Bradford route. This can also carry the threat to isolate 
Sheffield. In addition, he should eliminate the Yorks forces at Settle and Skipton. A 
strong Yorks force here threatens three possibilities of cutting off the North Lancs 
forces by reaching the coast at Preston, Lancaster or Kendal. It also gives Lancs another 
route at which to strike at Leeds-Bradford. In the North, Lancs must stand on the defen- 
sive in the early stages. , 

Yorks is slower to deploy but has more territory to 'sell’ to Lancashire attacks, He must 
first of all try to prevent Lancs getting too close to Halifax-Huddersfield. Then, it is 
necessary to consider what to do about Skipton and Settle. Yorks forces there must either 
be withdrawn to around Keighley or heavily reinforced. Yorks Southern and Central forces 
will often merge into one. In the North, threatening moves up the Dales can be made with- 
out weakening defences of Middlesbrough. 5 

Lancashire cannot win without control of the Burnley-Skipton-Halifax area and attacks 
should be directed towards Bradford from the Skipton and Halifax directions, if possible 
supported by Southern forces via Huddersfield. Sheffield must be ignored; an attack here 
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leads away from the main forces;it is difficult to reinforce, while Yorks can get there 
faster and threaten to cut off the support route. Further, even if Sheffield is seized, 
progress towards either York or Hull is easily checked by Yorks! concentrations behind 
the rivers around Selby and Goole. 
Similarly, Northern advances towards Middlesbrough are fairly easy to counter and make a 
Yorks dash to Kendal a greater threat, unless the Skipton-Settle area is firmly in Lancs 
hands. So, basically Lancashire's main tasks on each front are:— South: support the cen— _ 
tral drive on Leeds and Bradford. Centre: control the Burnley—Halifax-Skipton region and 
clear out Yorks from Skipton-Settle. North: stay in defensive positions, especially cov— 
ering Kendal. 
Yorkshire has more choices of strategy. The main trap here is failing to get a strong 
Huddersfield—Halifax-Keighley as soon as possible. One force is enough to look after 
Sheffield; having decided whether to evacuate or strengthen Skipton-Settle, it is vital 
to ignore the bait of Manchester. It looks so vulnerable; a double—counting city, so easy 
to strike at from the Pemines. The trouble is not just the time taken to get supports 
across the Pennines for the assault, but, much worse, Yorks forces attacking ianchester 
are wide open to counter-attacks from Bolton or Bury. Those towns MUST be seized first. 
If Lancs has been slow to mobilise, Yorkshire has two great opportunities for attack. One. 
is a double drive on Burnley from Skipton and Halifax and the other a rush from Settle to 
Lancaster or Kendal. Which to follow depends on the disposition of the Lancs defenders. 
If Kendal is seized, the north Lancs forces are isolated; north Yorks forces can join in 
to wipe out the Barrow garrison; Lancs" attempts to relieve the north are wide open to a 
thrust at Lanéaster. On the other hand, from Burnley, Yorks can either advance on Preston, 
or, if Lancs packs defenders too strongly there, a cuick march south across Rossendale to 
take Bury makes a Manchester attack possible. If Bolton can also be taken, then Nanchester 
is virtually a hostage. : . 
With two experienced players who. have taken the correct precautions against the moves 
mentioned above, a stalemate situation can often result with two parallel lines of forces 
stretching south from Skipton each afraid to attack the other. In such a situation the ~ 
best policy for Lancs is to turn the Skipton flank; for Yorks it is better to try to 
crack the centre towards Burnley. However, it has to be recognised that an apparent stal— 
emate south. of Skipton gives a better than 60% chance of a Yorks win. If the "stalemate" 
is more along 4 Keighley-Huddersfield line then the advantage is with Lancs, but only 
just. = 
Should such a "stalemate" situation become completely ststic, then northern operations 
can become vital. Yorkshire can consider attacks from the direction of Settle or from 
Richmond. It is difficult, but rewarding, to co-ordinate these. With either Lancaster or 
Kendal held by Yorks, Barrow is hostage and, once captured -by. Yorks, very difficult for 
Lancs to retake. a fr 
Lancashire's northern forces do not really have an equal opportunity. They can aid a 
Settle-Skipton attack; but=this allows a Yorks counter from Richmond. Better, if a few 
forces can be spared from the centre, is to move down the Dales to Richmond. If Yorks 
panics, and over-reinforces Middlesbrough (and really it is rather difficult for Lancs 
to launch a successful attack there), the best course is to suddenly march south to 
Ripon-Harrogate. This makes things very awkward for Yorks; this Lancs force can strike 
east to York or north to Middlesbrough; or, if both are too strongly defended, another 
southward march means an attack on Leeds-Bradford from a new direction. By itself this 
can do little, but in conjunction with strikes from Skipton or Halifax or Huddersfield 
it can often be highly successful. If the worst happens, then a Lancs force in the 
Ripon—Harrogate area can either shelter in the Pennines or march south-west to friendly 
forces around Skipton. 
In summary then, Lancashire must make the most of early opportunities to get control of 
territory threatening Leeds and Bradford. If he fails to do this in the first half hour, 
a Yorkshire win is probable. Though Yorks deploys slowly to start with, he has more 
opportunity for meaningful attacks in the middle game; and an apparently "stalemate" 
position is, more often than not, a preliminary toa Yorkshire win. 
‘ David Gwyn Watts 


++Thanks David for a most interesting article. I, for one, would more than welcome 
a strategical review on one of your Railway Rivals games (hint, hint) as no doubt 
would most of our readers. Right class, hands up all those who want to see another 
article from David.....ee- IL++ 
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Table Topping (PART 2) — The Campaign 


Last month we explained how 2 go0d but simple game could be played on the basis of 
H.G. Wells' "Little ‘ars"; any purist would shudder at this game because it has so little 
resemblance to reality and the battles could not be fairly consigned to any historical 
period. But it is a jolly good game, for 311 that — try it And now, without losing 
sight of the fact that we want a game and not a profound historic2zl study beset with 
mathematics, which is what some of our fanatics' rule books will give you, we will pro— 
ceed to approach just a little nearer to reality without, I hope, ever landing ourselves 
in an endless argument as to wether the guns are firing round shot, grape or chain shot 
and what odds the range and wind should make on the number of hits and so on. 

The first improvement we mede on Yells was to avoid that dreadful ane unrealistic 
fight to the finish which spoiled the end of many a battle. An army hopelessly out-— 
generalled and completely defeated would go on until the last leaden hero wis knocked 
down; long after even the silliest commander would have ordered a retreat or the best 
of troops have run away. 

That sort of thing was avoided by making a battle part of a campaign and not an 
isolated incident, so that 2 commander would have every incentive to withdraw his troops 
whilst he could still save something to use another day. 

To do this we had to have a map and 'map moves.' In fact, we really want three 
copies of a map, The map could be of a purely imaginative land, with convenient rivers 
crossing it between ecually convenient ranges of hills, or it could be a simplified ver— 
sion of the map of a real stretch of country, traced to make three copies. One copy 
goes to the umpire, who could be anybody — an obliging wife or aunt — not neces:arily 
a player. The opposing commanders have one each, of course, but there could be several 
Players on each side, for a campaign lends itself well to club activities. Each map is 
divided into rectangles representing wargames tables and therefore having the propor— 
tions of your table. My table is 8' x 5' - we find anything larger very inconvenient for 
moving pieces near the centre of the board — and so our map squares are 8 cms. x 5 cmse 

You now decide on the strength and locations of the armies at the outbreak of the 
war; you could have, say, six divisions on each side and let them all start from a cap— 
ital city some way from the frontier, with several diverging roads, or you could agree 
on the occupation of some wide-spread stations near the border; you could even attempt 
to copy some actuzl historical situation. With us, a division is composed of two infant- 
ry regiments, one of cavalry and one of artillery. What composes a regiment is something 
you can decide for yourself. You need not be able to field more than two divisions in 
actual plastic or leaden fact - the rest will exist on paper for the time being. Uach 
division is represented by a flag, made by folding a coloured and numbered piece of 
gummed paper about a glass—headed pin; if the maps are mounted on common corrugated 
cardboard, the pins stand up very well. 

Now, simultaneously, the commanders make a map move. They do not know where the 
enemy forces are, but will gather information as they go on. A map move consists of 
moving any or all or even none of the flags along a road into the next scuare, either 
forwards, backwards, sideways or diagonally, as the road may lead. You notice that 
roads have now come into use and a flag may not be moved except on a road. This means 
that we must now introduce roads into our tabletop battles and amend our rates of 
movement accordingly; more about this next time. 

Each commander privately shows his map to the umpire at the end of the move, and 
the umpire marks his map with both sets of flags. As soon as he sees that two opposing 
troops have entered the same square, he tells the two generals what has happened and 
that particular square of the map is set out on the table and the two forces which have 
met enter from the roads in question, from the edges of the table, in any order desired 
by their commander, to deploy onto the fields according to the order sheets. It is as— 
sumed that scouts will have told each general the size of the force he has encountered, 
so that one of them can refuse the battle if he wishes, in which case he must retire the 
y he came for his next map-move with that flag. A weak force will lure the enemy into 
© arms of a larger force in its rear by this means. 

When the tabletop battle is over, or after 12 table moves, whichever 
a fresh map move must take place; if the battle 
eng: 


e° 


eated force must move backwards fer its next meve. If 
because one general was empleying delaying tactics, 
cements could enter from ome road or another. 

ops withdrawn on the map should be made up to full 
this ourselves as it would lead to a longer war, 
ious finish to a campaign in which flags represen- 
s of men. Perhaps a unit could be allowed to 


your opponent time to and understand them and not, of course, to improve them in 
the middle of losing a battle} 

We found it best to set a definite aim to the campaign, and so to make an end 
point to the wat, no matter how unreal that might be. Victory might be assumed to come 
with the occupation of the enemy capital, or when half his flags had been driven "off 
the map" - that is to say, completely routed. 

A very important point is the cutting of communications — not possible on the 
table, but essential on the map. Any force with no road open to the capital behind it 
is assumed to have only enough food and ammunition for two further map moves, and if 
it is not able to restore communications by the end of the second of these, it must 
surrender and is removed from the map. 


CITICON ss 


After a rather hectic drive through North London on Saturday, May 10, Ian and I 
finally arrived at the scheduled Citicon at City University. After 20 minutes of tour 
ing the outside of the building, asking passers-by and bribing kids on bicycles, we 
finally managed to find an open door, and walked into the meeting to find two games in 
progress: a rather heated and boisterous game of Kingmaker, and an enthusiastic gang 
of Railway Rivelers. 

Citicon, by the way, is a games convention organized termly (7?) by the City Uni- 
versity Games Club, run by Andrew Holt and Stephen Biggs. The CGC meets in term time 
on the first, third and fifth Saturdays of each month. The meets are held in the 
Union's bar lounge (an excellent idea) from 2 pm on. 

As with all small scale games meetings, it was poorly attended although this was 
partly due to the lack of publicity. Andrew did say that the event should have been 
advertised in Time Out, but due to some kind of industrial dispute, that particular 
issue was not due out until 2 days after the meeting. 

So Ian and I poked around the games — quite an impressive collection of SPIs, a 
few Avalon Hills and other such wargames, and also a pile of non-wargames. But you 
don't go to a games convention to poke. We got together a group of 4 to play Organized 
Crime - an American game of gangland diplomacy - and soon got deeply involved in moving 
into narcotics and corrupting officials. I was the first to go as my boss was bumped 
off by Dave Ross* (of Rocinante fame) hit man, and Dave went on to win in a short time 
afterwards. 

By this time, the games groups had split up somewhat; Railway Rivals had been fin- 
ished and Dealer's Choice, Formula One and yet another RR had started. Needless to say, 
Kingmaker was still plodding one Dealer's Choice was abandoned after a rather nasty 
stomach upset by one of those new-to-the-game young boozers who believe that the only 
point in drinking beer is to keep on going until it literally overflows. Messy business. 
I left soon afterwards with Dave Ross. Nevertheless, the CGC is certainly worth a visit 
being the only face-to-face General Games club I kmow of meeting regularly in London. 
Further details are available from Andrew Holt at 01-253-4399 Ext. 232 during working 
hours. 


Eric Palmer 
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AH JONG ae aN OEM 


You may remember that in issue 2, PURCY KONYON gave us three reasons why he thought the 
game suffered from lack of popularity. One of these was the relatively high cost of a 
set and so, in this article which is to be the first in a series, Percy is going to try 
to rekindle our enthusiasm for the game whilst giving a method by which we can use play- 
ing cards in order to save on costs. 


NG 


My intention is not only to present the game to newcomers, but help create a happy mediw. 
between the original Chinese and .esternised versions.It will be essential to sort out 
for certain what I consider inaccuracies in terminology and give reasons where possible. 


HISLORY 

The rudiments of the game may have existed a thousand years go, but the Chinese game 
as know in its present form was created by exiled mandarins durin; the Tai-Ping rebel ?- 
iom in the city of Ning Po c.1864. The rules were quite clear 2nd precise, but to West— 
ern eyeS, severe. The game took America by storm, and the outcome was complete confusions: 
rules were modified, deleted, substituted and reinstated, until a form was produced by 
every active group. The 1920's saw a great wave of popularity in this country, and a 
multiplicity of rules also. The 1930's saw a decline, and near extinction, apart from a 
hard core of enthusiasts, This decline must be attributed to rule confusion, and the 
relatively high cost of sets, which are imported from the Far East, and made from hand 
carved ivory with bamboo backs. 

THE MAH JONG PACK 


In describing a set I am including the substitution of playing cards for those people 
who wish to try it out. 


A set comprises 144 pieces or tiles, plus wind indicators (4) and dice (4): 
Three suits: 


(1-9 of Spades x 4) 
1-9 =" a "  "Bamboos"' x4 (1-9 of Hearts x 4) 
90" " " "Circles" x 4 = 36 (1-9 of Diamonds x 4) 


These suits make up most of the pack (108 tiles). 


There are also 4 Green Dragons (4 x Ace of Spades), 4 White Dragons (4 x Ace of Hearts), 
and 4 Red Dragons (4 x Ace of Diamonds). Total 12 tiles. 

There are 4 North Wind (4 x King of Spades), 4 South “vind (4 x King of Hearts), 4 Eas 
Wind (4 x King of Diamonds) and 4 West Wind (4 x King of Clubs). Total 16 tiles. 


The above make up a grand total of 136 tiles (or cards), he remaining 8 tiles comprise 
of Seasons and Flowers, but no self-respecting Mah Jong player uses them, for reasons 
which I will give later. 


The potential player must acquaint himself with these tiles for specific reasons which 
become apparent during the game. The suits are sub-divided for scoring purposes into 
Major and Minor tiles; the terminals (1 & 9) being Major and the others (2-8) the Ilinor 
tiles. All the Dragons and Winds are called Honour tiles. 
Percy Kenyon 
(Mah Jong continued next month) 
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